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»
T

he G
rand M

asters«
Expansion Advent C

alendar 2017 for the card gam
e

for 2 to 4 players, ages 10 and up, duration 30 to 50 m
inutes

2

M
aterial

8 G
rand M

aster T
iles: Riga, V

isby, Stockholm
,

T
allinn, D

anzig, M
oney, K

night, M
erchant.

 G
am

e Setup
If you play without the Riga Buildings, rem

ove the
“Riga” G

rand M
aster Tile from

 the gam
e.

Shuffle the G
rand M

aster T
iles, flip the top four to

their reverse side and shuffle again. Finally lay out the
top four T

iles into a com
m

on supply. Rem
ove the

rest of the G
rand M

aster T
iles from

 the gam
e. If t he

“M
oney” G

rand M
aster T

ile is part of the com
m

on
supply, m

ake sure it show
s the side m

atching the
num

ber of players taking part. T
his tile is only used in

final scoring.

G
am

eplay
Every tim

e you erect a building you check if you can
claim

 one or m
ore G

rand M
aster T

iles. T
he require-

m
ents depend on w

hich side the tile show
s:

A.You take a tile w
ith the “M

ax.” requirem
ent from

the supply w
hen you have at lea st 2 buildings

erected in the according city or have 3 K
nights or

M
erchants in your display. T

o take this tile from
another player, you need to have m

ore buildings,
K

nights, or M
erchants than the current ow

ner of
the tile. In case of a tie, the tile stays w

ith its
current ow

ner.

B.You take a tile w
ith the “1.” requirem

ent from
 the

supply if you are the first player to erect 3 buildings
in the according city or to have 4 K

nights or M
er-

chants in your display. T
he tile rem

ains w
ith its

initial ow
ner until the end of the gam

e.

N
ote: W

hen using the Victual Brothers expansion, the following applies: If the owner of the G
rand M

aster Tiles for K
nights or

M
erchants with the “M

ax.” requirem
ent covers a M

erchant or K
night, he only has to forfeit the tile if another player now has m

ore
K

nights or M
erchants than the current owner. That player gets the tile. If m

ore than one player is tied for having the m
ost K

nights or
M

erchants, the tile is placed back into the supply. In this case, the player with the m
ost K

nights or M
erchants in future takes the

tile (if he has at least 3 K
nights or M

erchants). G
rand M

aster Tiles with the “1.” requirem
ent are never rem

oved to the supply,
even if a tile’s owner does not fulfill its requirem

ent any m
ore.
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Final Scoring
•You gain 4 victory points for each G

rand M
as-

ter T
ile you ow

n.

•You gain 2 victory points for each “1.” G
rand

M
aster T

ile ow
ned by another player if you

fulfill its requirem
ents.

•You gain 2 victory points for each “M
ax.”

G
rand M

aster T
ile ow

ned by another player if
you fulfill its initial requirem

ent and if no other
player (except for the tile’s ow

ner) has m
ore

buildings, K
nights, or M

erchants than you.

Exam
ple: C

hristian ow
ns the “M

ax. T
allinn”

tile and has erected 4 T
allinn buildings. V

olker
and H

eike have erected 3 T
allinn buildings

each, Robert only 2 buildings. C
hristian gains 4

victory points, H
eike and V

olker gain 2 points
each, Robert gains nothing.

•Finally score the “M
oney” tile if it’s in play .

Evaluate the total of your m
oney, i.e. the basic

value of the com
m

odities in your hand and all
unused 

benefits 
from

 
your 

buildings. 
T

he
player w

ith the highest total gains 6 points, the
runner-up 4 points, and the third place 2 points.
In a 2 or 3 players gam

e, the highest m
oney

value brings 4 points and the runner-up gains 2
points.

In case of a tie, add the victory points for the
according ranks and div ide them

 equally am
ong

the involved players (rounded dow
n, if neces-

sary).

You never gain victory points for the “M
oney”

tile if you don’t have any m
oney left.




